In Mathematica:
The most common affine transformations are rotations,scaling (including reflections) and shears. All triangles are affinely equivalent and this is true for parallelograms as well, but in general quadrilaterals are not affinely equivalent, so a Penrose kite is not affinely equivalent to a trapezoid.
For a given point p, the tangent map, Tau is an affine transformation consisting of a reflection followed by a translation. As such it commutes with any orientation preserving affine transformation. (If the transformation reverses orientation, Tau becomes Tau -1 .)
Therefore all affine transformations of a given polygon have conjugate dynamics and we will call them 'affinely equivalent'.The affinely equivalent regular polygons will be called 'affine regular polygons'. 
